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1.0 START-UP 


These rules allow the player co quickly get into 
a simple and straightforward game with a mini- 
mum of rules reading. Those of you wha wish 
more complexity and realism are invited to play 
the INTERMEDIATE and ADVANCED games. 


*}.1 Starting the Game (C-64) 

To bepin the game, insert the game disk and 
rype LOAD “*".8 and press (RETURN). When 
READY appears, type RUN and press (RETURN). 


ts Starting the Game (Atari) 
Remove all carcidges from your computer. 
; Boot-up the fronc side of the disk (SO0XL 
owners will have ta hold down the OPTION 
key when they turn on their computer to 
boar). After selecting the starting values for 
‘your game, you will be instructed co insert the 
Game Side of your disk. 


1.3 Starting the Game (Apple) 

To begin the game, boor your game disk with 
the frone side up and the game will start 
aucomatically. If you are using the Apple Ile or 
Me, keep the CAPS LOCK key depressed 
throughout the game. 


1.4 Main Menu 
When the game is boared and pase the title 
page, you will see a menu with a list of options 
Aca larer time en may wish co use these menu 
uptions See 2.1 of the INTERMEDIATE and 
AQVANCED ‘Core rules. For Quick Srare 
purposes, leave the defaule selections and 
press the RETURN key. 


2.0 ACTIVATION 


Nor all Union units will be allowed to move. 
Porter's Corps cannot move until turn five 
(10:00 AM), Franklin's Corps until turn seven 
(12 Noon), Pleasanton's Division vatil turn 
eight (1:00 PM), and: Burnside’s Corps until 
turn eight (1:00 PM). The above limits may be 
changed duc toa random factor or ifthe enemy 
moves next to the above units. If you wish to 
have this restriction removed, then set the Ac- 
tivation Option, #9, on the Main Menu te NO. 


“3.0 OPERATION PHASE 


3.3 Command Menu 

As soon as you pick up a unit the Command 
Menu for chat unit is ready for any commands 
The commands you may select are listed 


below: 


(0) = Centers map on the unic 
(1-8) = Moves unit in desired direction as 
indicated by the compass 
(M) = Plots the unit to MELEE comhar 
the unit it fires at. 
- (F) = Takes you to the Targer Menu 
which allows you to set a A priority 
fire squaz 


During this phase you are allowed to move 
and plot melee combac for all your troops. 
Most actions require you co spend operation 
points (see Operarion Casts Table). 


3.1 Cursor Menu 
When you firse enter the Operation Phase, you 
will see the following menu belaw the map. 


(V) = Highlights all the squares that a 
; unit could sce from that square. 
(0) = Centers the map at che cursor. 
(1-8) = Maves the cursor in the desired 
direction according to the com- 
pass on the right hand side of 
the display. ° 
(T) = Removes unic shapes from the 
map so you can see the terrain 
underneath. 
(C) = Takes you to the Combat Phase 
— press this key when you are 
finished moving. 
(SPACE = Picks up the uni¢e under the 
BAR) cursor to allow you to give it 
commands. If two or more units 
are in the square, you will pick 
up the first unit. You are now 
in the Command Menu for that 
unit. 


3.2 Unit Informa i 
When you pick up sani asin it actics are 
displayed beiaw iyetinac: ‘sucha ‘the example 
below: oy - 


CONFED RIPLEY - A INF 501 MEN 
RFL EFF:83 FT:0 MORALE:S3 

OP:7 MELEE:N FIRE:17,34 
ROAD(3) =X, Y: 16,34 


degree are. 


“UNTON 
“One" Infancry 


. 8 " Infantry 
aN 


Artillery 


Artillery plus 
“One” Infantry 


The above display shows that the Canfed- 
erate unit, RIPLEY A is INFANTRY with 501 
men. Its men are armed with RIFLES, has an 
EFFICIENCY of 83, » FATIGUE of 0, and a 
MORALE of 83. It has 7 OPERATION POINTS _ 
left, does not wish to MELEE and has plotted 
FIRE into square 17,34. The unit is ona ROAD 
square with an elevation of (3). Iris located an 
square 16,34. The direction compass is located 
on the right hand side. Units have different 
shapes on the map acconting to the type of 
unit (Infantry, Cavalry, or Artillery) and the 
stacking. See Figure 3.2 in the column to the 
right. 


Artillery plus 
“Two" Infantry 


Ricca 


Figure 3.2) Cur leans 


(VY) = Allows ou to view all squares chiar é 
you can fire into. You see in a 360 : 


CONFEDERATE _ 


< 
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{T) = Removes units on the map to view 
terrain underneath, 

(H) = Displays list of commands available 
in chis menu. 

(U) = Picks up che next unic in the square. 

(N) = Goes to the next unit on che map 
in promotion order (this is the 
order of units present in the Order 
ot Barsle). 

(2) = Aborts or cancels the-actions of the 
unit vou have currently nicked up. 
The unit is rerumed co its original 
square. 

(Q) = Purs down the unit and takes you 
hack to the Cursor Mean. 


3.4 Moving A Unit 
When vou have picked up a unit you may 


‘move itin the desired direction accerding to 


the compass. Moving costs 
sours, according the ; 
Your unirs receive 1Osmabera rh ts 
OPERATION PHASE SE yal den pee up all 
four operation poing uate w 

added co your alluvnce of 10 for che nexr 
pnase of the curn. If yau dan’t have enough 
eperation pyints, you won't be allowed to 
move inte the square. You can’t move inty a 
square chat would cause it to have toa many 
units. Hf you move an arcillery unit, it may nor 
fire until che next phase. 


3.5 Stacking 

A square any have one of two infantry of 
cavalry units In addition. it may have one 
artillery unit. 


3.6 Zones of Control 
The eight squares that a unit is next to is 


defined as its Zone of Conrral (ZOC). This 


Zene of Cantrol costs enemy anits 2 extra 


Operation points to move inte. Routed units 
are eliminated if forced to retreat into an - 


enemy Zone of Control. A unit must have 10 
operation points ta mave ZOC to ZO0C. 
Artillery may not move ZOC to ZOC. 


3.7 Fire Plots 
A unit will fire at the closest enemy unit it can 
roe unless you have seta priority fire square It 


cate lite inex To plot the square, press “PF” in 


the Command Menu. Ir will ake you to the 
Taret Menu thac allows you to move the 
Curie overa square and press "“T" co set it as 


the priority target. In the Target Menu you 
may also press “V" to view your line of fire or 
“E™ co exi¢ the menu. 

3.8 Melee Plor 

If you wish io plor a unit to engaue in melee 
(hand-to-hand) combat, press “M" in the 
Command Menu. The unic will meiee the 
enemy unit it fired ac at it is adjacent to the 
“enemy unis. If i: isn’t. ic will noe melee.” 


4.0 COMBAT PHASES 
During this phase, all tire chases and’ melees 
are resolved. Casualties aze taken. 


4.1 Fire andittt fee Phases 


ae 


Thereaite egret “of five fire phases and one 


Me the * - 
nyetGeepl tic during a combat phase as outlined 
3 pele: 


@ Defensive Artillery Fire Phase 

Offensive Artillery Fire Phase 

Defensive Fire Phas 

Offensive Fire Phase 

Defensive Melee Fire Mase 

Melee Phase ; 

Units will fire if they have 2 fine of sightand are 
within range of the treet unic Ranges of 
weapons are found on the Weapan Range/ 
Casualty Table. All fire phases are auto- 
maticaily resolved by the computer. 


eee##*#e 


4.2 Advances and Retreats 
Units will retreat and advance after combar 
automatically by the program. 


4.3 Rout and Rally 

Units will change te che rou shape and retreat 
when their morale breaks. After they have 
rested they may rally and return to the combat 
shape. When routed they may mave only one 
square per phase by che phyer. 


5.0 FATIGUE 


Aunit's fatigue rating iss measure of how tired 
it is Ie gains fatigue when it moves and takes 
losses. See the Fatigue Gain and Fatigue 
Recovery Tables tor details. Fatigue also atfeets 
morale. 


~, Np rans Ge 
6.0 REINFORCEMENTS 
Each side receives reinforcements according 
tthe Order of Bante. 


7.0 HOW TO WIN 


Mayers receive victory points. A score is cal- 
culared by subcracting che Confederate paints 
fram the Union. You may examine the map 
and foak ar the units of both sides when the 
game has ended. 


7.1 Victory Points 

Mayers receive points based on enemy casual- 
tics according to the schedule below: 

1 pr per Intaneryman lost 

© 3 prs per Cavairyman lost 

¢ 150 sts perArcillery Gun lose 


For Union oniv: 
In possession of square 


17.20 = IW (5M if in ZOC) 


1S.) = 100 (S00) 
Te = 1A (00) 
UMASS = 18 (500) 


23,3 = 1000 (500) 
2000 (1000) 
Wa 4 (2000) 
33.1 = 19000 (5000) 


7.2 Victory Levels 


The score is compared co the chart below: 


Union Majar Victory = 6000+» 

Union Minor Vierur = 2000 ta $999 
Draw = —1000 cr 1999 
Canfederate Minor = -—6000 ta -1001 
Confedertte Majer = Less than -6000 


The Union may atiain «major or nuns victory 
only if he has inflicted at lease 5000 casualties 


on the Confederates. [he doesn't mect this | 
requirement, the Canfederates automatically . 


win ar icas’a Minor Victory. 


Ce ee 


Yes 
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INTERMEDIATE AND 
SDVANCED GAME RULES 


1.0 INFRODUCTION 


RATTLE OF ANTIETAM is 2 grand-tacrical 
level game of the Civil War bartle centered at 
Sharpsburg. Maryland along the Antietam 
Creek. It has become known as the bloodiest 
day of che Civil War. 


1.1 Description of Action 

Each game cur represents an hour of real 
lime. The execution of a game tum includes 
activation and rally, movement, mode changes, 
facing changes, and resolucion of artillery fire, 
offensive fire, defensive fire, and melee. 


1.2 Talking to the Computer 
To select a routine from a menu or answer a 
YES/NO question, just press the desired key. 


* 


1.3 Game Scale and Map 
There are eleven turns in the yame each 
representing one hour from 6:00 AM co 5:00 


M af September ‘17, 1862. The map is 


Ridge (orange) 


Road-Ridge {white/ orange) 


River (blue) 

Stream (blue) 

Road (white) 

Bridge (white/bluc) 
Ford (white/blue) 
ta (whiteh = 

: Comfield sige Se = 


Woods (green) 


€. Figure 1.4 Terrain Symbols 


So pe CeO RENE Sree Ee 


‘ 


situated on 242 x36 square grid, Each square 
represents 200 yards from side to side. The 
various terrain depicted includes clear, town, 
woods, comfields, fords, roads, streams, rivers, 
‘and bridges. One tw seven randomly placed 
fords may appear in addition to the avo his- 
torical ones. Four elevations ore represented 
by contour lines. See Figure 1.4 below for 
terrain symbois. 


1.4 Saving a Game . 

Acthe end of each combat phase, the computer 
will allow the player(s) ta save the game in 
progress. You will need a blank disk to store 
the saved game data. Players must initialize 


-sheir Mank disk from within the program as 


aftered by the Save Game Menu. Once a game 
is saved, you may restart it at the point where 
you lefe off. You may not change selected op- 
tions when you restart a game in progress. 


1.5 Units 
There arc three unit types in the game: 
Infancry. Cavalry, ond Artillery. Each unit is 
rated for manpower (guns for artillery), effec- 
tiveness, fatigue, morale, weapon type, mode. 
facing, operation points, command control, 
rout status, and disruption status. Units are 
represented by specific graphic shapes depend- 
ing on unit ype and scacking. See Ficurs 1.5 
below. On your screen, Union symbols are 
blue and Confederate symbols are white. Nore 
that the symbols will change shape to reflect 
different facings. 
&. 


ONES 


“One” Infancry plus Artillery 


“Two" Infancry plus Artillery 


Unlimbered Artillery 
Column or Mounted Cavalry 
Routed 


Limhered Artillery 


Figure 1.5 Unit Symbols 


‘a. Game box Sask 


etd One map card 


NT ‘ye? 


-§. HIDDEN UNITS 
6. TIME LIMIT ~ 


Each unit represents about ovo to three 
regiments or one half of a brigade. A unit is 
named after its brigade commander with an 
“A” of “B" designation attached. Arrached to 
units are divisional and corps commanders. 
The brigade commander Is assumed to be 
present at bath A and B units of its brigade. 


1.6 Starting the Game (Commodore 64) 
To beuin the uame, insert the game disk and 
type LOAD “*",S and press (RETURN). When . 
READY appears type RUN and press (RETURN). 


1.7 Starting the Game (Atari) 

Remove all cartridges from your computer. 
Boor-up the frone side of the disk (SOOXL 
owners will have to hold down the OPTION 
key when they turn on their “computer to 
board). After selecting the starting values for 
your game, you will be instructed to insert the 
Game Side of your disk. 


1.8 Starting the Game (Apple): 
To begin the came, boot your game disk with . 
the front side up and the game will start — — 
automatically. Ifyou are using the Apple Ile 
or lle, keep the CAPS LOCK key depressed = 


ae” ee ee 


chrouchour the game. 


1.9 Parts Inventory - : 
Your game should contain the following parts: 


b book 


< tee 


Me" wame disk 


2.0 SEQUENCE OF PLAY 
BATTLE OF ANTIETAM is a two-sided gamer: 
Union vs Confedernte. Roth sides may’ be: 
played by cither a human player or the - 
computer oppencnt. sey <t 


2.1 Determining Conditions of Play 
At the start of the game the player(s) must 
determine the conditions. under which the 
game will be played from the menu below: 


o.ENavzeLieis 49SAVED GAME 

1. LEVEL OF PLAY 1 2B} 4 5 

2. UNION COMPUTER 

3. CONFEDERATE $l 
HUMAN —@eMiaerea | - fee 

4. fistes INTERMEDIATE : 


ADVANCED ae ene 
| NON- HIDDEN Sie 
7.Kesieenand BLACK/WHITE 


- §. ACTIVATION BYE NO 


9. ICONS ~ 


Type "0-9" 16 make your choice and RETURN 
to continue, You will then be asked to'set the 
dekey hag for slisplayed messages in the game. > 
Set it ar deed if you area beginner. Coe 


@ The 20 option allows you t select a new. ar 
game or continue with a game in proyress.. 
When you select.aaived game, the options on 
the menu ute defaulted to the aprions selected: 
inv your saved game, When you: select the 


age ze 


iad 


mn 


MEAVED GAME option and press RETURN, 
you will be prompted ty insert your saved 
game diskette and type in the name of the file 
(you will he allowed to catalog the save game 
disk if you wish). You may not change game 
options when you hoor up a saved game. 
© The 41 option selects the difficulty level. 
Level dis historical and makesno modification 
Jeo either side. Levels | and 2 favor the 
Confederate player (level | more so than fevel 
£2). Levels 4 and 3 favor the Union (5 more so 
than 4). Levels affect the casualties inflicted in 
fire and melee combat and also the number of 
activations for the Unien. 
¢ Options #2 and #3 allow you to set the 
Confederate or Unzon player (0 be controlled 
by a human or che comeuter. Mease note that 
you may have the compucer play against itself 
for a demo game. 
¢ Option #4 gives youa choice of chree games 
of varying complexity. The differences arc 


explained under the appropriate headings of. 


this rulenook, The INTERMEDIATE Game is 
exactly the same as the ADS NCED Game 
except tor the delesion ol pesders and cam: 
mand concral and the @ fn. of the aute- 


of 
. 


© Option #3 allows youre play a game where 


only sieved enemy utits of borh sides will 
sapear on the map during the combat phase. 
Hidden units will also became visible when 
moved adjacent to during the operation phases. 
¢ Option £6 gives you the abiliry to set a time 
limit to how much ame a player has to 
complete his operations phase.- 
¢ Option #7 gives the black and white or 
monochrome user better suited -unit shapes. 
© Optian #5 gives you the choice of using the 
Activation rules or having every Unien forma- 
tien automatically activated. =F : 
e-Opton £9 allows you ww play with icons 
* (figure profiles) of symbols (bars). Symbols 
are recommended for INTERMERIATE and 
ADVANCED play since they show facing and 
made charucs. leans are automatically used 
for the BASIC game. 


2.2 Historical Set-up 
Ac the stare of dhe game, 
assign all combat forces to their locations the 
early moming af Sepember 17, 1862 when 
}. Hooker launched his ] Union Corps against 
the Confederate line. 


the compurer will 


2.3 Sequence of Play fora Game Turn 


1. Activation Phase = 505: 

2. Command Control Phase. 

3}, Recovery/Rally Phase 

4. Reinforcement Phase 

5. Union Ist Operations Phase 

6. Union Ist Combat Phase 

7. Confederate 1st Operations Phase 
8. Confederate Ise Combar Phase 
9. Mid-Turm Recovery Phase 
Union 2nd Operations Phase 
1}. Union 2nd Combat Phase 


12. Confederate 2nd Operations Phase 
13. Confederate 2ad Combat Phase 
14. Victory Determination Mhase 


yy 


3.0 ACTIVATION PHASE 


The Union army commanded by George 
McClellan was slow to be committed into 
action. Onlywhen encouraged by the bartle or 
hounded by his officers and gides did he 
commit troops. Even though he actually out- 
numbered the Contederate by 2 to 1, he 
believed the Confederate outnumbered him 
Dew 1. Even units ordered to the attack lost 
momentum aiteran hour or se due to the lack 
of generalship of McClellan. Corps were 
ordered to the attack in piecemeal fashion. 
The activation rules atrcempt to recreate these 
leadership factors. 

in this phase the Union player is allawed to 
cycle hrough his various divisional com- 
manders on-the map and activate those he 


wishes, up to the activation limit. 


RS Activation Cycle 

The program will flashy the cursor aver Unian 
units where a divisional canmander is present 
inverse ail squares thac contain wots of that 
division, and prompt you fo activate OF bypass 
them. All Union divisions on the map will be 
ewled throusif until vou have activated up co 
your limit of divisions 


32 Activation Limits 

You will be allowed to activate a hase number 
af four divisions per tum with a random 
number added to that. In additivn, as your 
score edes up and the day wears on you wilkhe 
allowed to activare additional divisions. Divi- 
sions are activated an a turn by tum hasis. 
Being activared One turn does nat ensure 
activation the next turn. When the computer 
plays the Union. it will follow the restrictions 
alaced on the Gaien player in the BASIC game 
(see 2.0 in the BASIC game rules) instead of 
the limits listed here. 


3.3 Activation Effects 

Units belonging to activated divisions oy 
move normally (assuming they are in con 
mand control). Union Corps artillery units are 
aerivated with any divisian of their- corps. 
Unactivated units may not avewe, bur may 
perform any other actions up co their apert 
tion allowance. Unien artillery CAV units ate 
activated with the CAV division. 


3.4 Confederate Activation 
All Confederate units are activated each turn. 


COMMAND CONTROL 
PHASE (ADVANCED 
GAME ONLY) 


During this phase, leaders and units execute a 
command conrral trace co determine if they 
sare in command central or out of command 
cantrol. This phase is skipped for the INTER- 
MEDIATE Game. (AIL units are always in 


command conrrol.) 


4.0 


— 4.1 Command ControkTrace 
Infantry and cavalry units make their con 
mand control trace Gy their appropnace divi- 
sional leader. Confederite units avast be 


within six squares and Union units within four | 
squares of their divisional leaders to be in 

command conrrol. Units are also in command 

control if within one square of their corps 

commander. Union artillery muse be within 

six squares of their corps leader. Confederare 

artillery units are automatically in command 

control 


4.2 Divisional Trace 

Divisional commanders must alsy trace to be 
in command control. To be in command 
concrol, divisional commanders must be within 
six squares of their appropriate carps com- 
manders for the Union and unlimited for che 
Canfederate. 


4.3 Automatic Command Control 

All cavalry units. cavalry artillery units, Con- 
federate artillery units, and units of the Can- 
federate Evans's brigade arc automatically 
considered in command concrol. Corps leaders 
are also automatically in command control 


4.4 Effects of Command Conrral 
Units our ot command conrrot have operation 


meint allowances cut in halt, In addition. units 
oucof command do not have ammo supplied .- 
or disruption revovered. They may nor rally. 
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5.0 RECOVERY/RALLY ae 
PHASE’ © es 
Units in this phase recover disruption and ‘ 
fstigue. They alsa receive ammo. Routed units 
will rally if eligible. +S 


5.1 Disruption Recovery ae 
Units in command conrral have a chance of 
changing from disrupred to undisru pred status. 
See the Disruprian Recovery Table. Gs <% 
5.2 Rally eee 

Units in command conrrol will change from 
routed ro normal stacus (Rally) if cheir morale 
is 40 or greater, they are in command control, 
and they have more than 100 men fag the 
Confederate and 300 men for the Union. « . 


5:3 Fatigue Recovery 
Units recover fatigue ata certain percent of 
their effectiveness rating (See Faryzue Recovery 
Table). Sy: 


5.4 Ammo Replenishment Saree 
Units ot of ammo wil! cepleniah their aminyc 
aceurding ta she Animo Resupply Tae 24.6 
the heyinning af che sam aad atthe Mi 


Recovery Phaze. 


i 


“PHASE© i: peter 
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Reinforcements are automatically puron tl 

map at designated entry squares. Units a 

delayed if stacking would be violared or tl 

entry sttares are enemy vecupied. See Ord 
of Race. 
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7.0 OPERATION PHASE 


During this phase players may perform a 
variety of actions including movement, force 
marches, fire and melee plocs, leader transfers, 
mode changes, and facing changes. 


7.1 Cursor Menu 


In this menu the player may do the actions 
listed below: 


(V) = Prampts you to indicate a direc- 
tion and then displays the line 
of sight 

(0) = Centers map at cursor 

(1-8) = Maves cursor in desired direc- 
tions 

(T) = Removes units from map to see 
terrain 

(S) = Stops time clock 

(C) = Exits to Combat Phase (Press 
this key when you are finished 
moving) ‘ 

(SPACE = Accesses first unit in square if 
BAR) friendly. Command Menu for 
that unic is now active. 


Also displayed is the terrain type, elevatian, 
and X.Y coordinates at the square. 


Unit Statistics 
When you access the first unit ina square, you 
will see the following display (example): 


CONFED RIPLEY - A INF 501 MEN 
OS:N AMMO:Y MEL:Y MRLS3 FIRE 17.34 
NORMAL OP:7 DIR:5 ADV:N ACT:Y 
ROAD (3) X.Y:16.34 


The display ahove shows thar the Confederate 
unit, RIPLEY - A, is INFANTRY with 501 men. 
It is nor DISRUPTED, sill has AMMO, is plorted 
for MELEE, and has a MORALE of 83. The unit 
is plotted for priority FIRE at square 17.34. It is 
in NORMAL made, has seven remaining oper- 
anon points, is facing DIRECTION five, and 
is not plotted for ADVANCE. Iris ACTIVATED 
(Union only) and an a road square with an 
elevation of 3. The unit occupies square with 
X.Y coordinates 16,34. There is a compass 
showing directions of movement and facing. 

A second page of unit statistics may be 
accessed by typing “P". 


CONFED RIPLEY — A INF 501 MEN 
FORT:@ NORMAL CC:IN 

RFL EFF:83 FT:0 

ROAD (3) -X.Y:16,34 


The second display above shows: that ra 
Contederate unit, RIPLEY - A is INFANTRY 
with 501 men. The unit has a FORT value of O, 
iy iy NORMAL mode, and is in COMMAND 
CONTROL, Its weapon type is RIFLE, EFFEC- 
TIVENESS is 83, and FATIGUEO. Ir isona road 
square with an elevation of 3 on X,Y cuordi- 
natex 16,34. 


70 Command Menu 

When a unit is accessed a number of com- 
mands are available. The commands can be 
enacted hy pressing the appropriate key in 
either page of the unit statistics. 


(0) = Centers map an unit 
(1-8) = Moves unit in desired direction as 
indicated by the compass, changing 
its facing automatically. 

(X) = Force March (adds to the unit 
mare operation points ata cast of 
fativue). 

(D) = Prompts vou co input a new facing 
(1-8) for the wnit 

(L) = (Advanced Game Only) Displays a 
menu with the name of the divi- 
sional or coms commander attached 
and allows you co transfer thar 
leader if you desire. The menu also 
allows you to go to the divisional 
or.corps commanders. 

(1) = All units thar belong co the same 
division as the accessed unit will 
be inversed. The square with the 
divisional leader will be inversed 
and blinking (Advanced Game). 

(A) = Plots the unit to advance if given 
the Scrone in fire soeti or 
melee 

(M) = Plots che unit to melee in the 
direction of facing 

(F) = Takes vou ro the Target Menu - 

which allows you to seta priority 
fire square. 

3) = Chanves the mode of the unit 

= (Advanced Game Only) Builds 

anc level of fortification 

(V) = Allows you to view all squares in 
the LOS af the accessed unit 
(squares are inversed) 

(T) = Remaves units on map to view 
terrain underneath 

(P) = Displays che acher page of unit 
STATISTICS 

(H) = Displavs Help Menus 

(U) = Accesses nexe unit in the same 
square 

(N) = Accesses next unit in the unit arder 

(Z) = Abort move. The unic you have 
Jccessed will recurn to its original 
square, facing, and mode with its 
original operation puinss and fatigue. 

(Q) = Exits Command menu and goes to 
Cursor Menu 


7.4 Operation Point Allowances/ Costs 
Acthe beyinning of each operation phase units 
receive ten operition points, unless they are 
out of command control in which case they 
receive five points. Up to ovo unused opera: 
tien Saleh are carried over to the second 
uperation phase of a turn, thereby giving some 


-units 12 operation points to begin the second 


phase. Some Confederate units receive 0 
operation points for the entire first cum. Most 
actions require the expenditure of operation 
points that differ with unit type. Refer ta the 


Operation Costs Table far a camplete list of 


costs. 


9.5 Moving a Unit 


Once a unit is accessed it may be moved hy 
pressing hevs “I=” un the desired direction. 
Operation point: expended ta move depend 
an unit rype. unit mode, terrain of the square, 


and other factors (sce Costs Table). nits aay 


always move one square if activated atthe vost 
of § operation points when out of command 
control and 10 operation points when in. 
command control. Units may move as part of 
an advance during the combat phase withour 
expending operation pointy The advance ts 
allowed if plotted and the unit is othenvise 
eligible. Units may nor move into streams or 
rivers unless a bridge or ford is present (and 
the unit is in column mode for bridgewrossing). 
Artillery may nor move unless limbered. Units 
may not move Onto enemy units or violate — 
stacking limits of friendly units. Press “Z"" co 
abort if you have made a mistake with che unit 
you are moving to put it back co its oricinal 
place. 


7.6 Zanes of Control 

The eight squares next to a unir constitute its 
rone of contral. Zones of concrol affect move- 
ment casts per the Operation Costs Table. 
Movement from an enemy ZOC ta another | 
will cast extra operation poincs in addition co 
narmal costs and will only be allowed if no 
other movement has been made by that.unic 
(see Costs Table). ZOC.1a-ZOC movement 
is also allowed during advances in the com- 
hat phase. Limbered Arrillery may not move 
ZOC ta ZOC. Routed units forced ta retreat 
through an enemy ZOC sutfer losses and scap 
their retreac. 


7.7 Stacking 

No more than wo non-arcillery units may 
stack together. No more than one artillery unic 
may be in a single square regardless of the 
presence of other units. You may have a 
maximum of qwo non-artillery units and one 
artillery unit in a square. Only one unit may 
oecupy a town, ford, or bridge square. Stacking 
shapes are dependent on what is in the square. 
All units in a square assume the direction of 
facing of the last unit to end its turn on the 
square. When a-square is fired upon by non- 
artillery: units of artillery at greater than ane 
rane, casuulties are poe are amony the, 
defenders wih one of the defending units 
receiving 3 times the casualties of the others 
Artillery only takes losses if in a square alone 
or fired upon hy another artillery unit. A 
square fired upen by artillery ara range of wo 
or more will affect cach unir in the square. © 
Units in column receive the road rate only if 
the road square being moved onto dovs nor” 
contain another unit. When toured units stack 
onto friendly units cach unit pains five fatigue ; 
points 


7.8 Unit Modes. OF Saat 
Units may be in one of pve auntes which affec: 
moventent ard cambar. Infantry units may be 
in cSlume oF normal. Cavairy nay be mounted 
or dismounted. Artillery may be timbered or 
unlimbered, When a unit changes mode - 
its graphic shape on che map also changes 
Changing modes requires the expenditure of 
operation points as listed on the costs table. 
Unlimbered artillery may not move. Units 
must be limbered, mounted, or in column to 
croas a bralge. Disaounted cavalry has a .75 
modifier applied apainst its strength (horse. 


‘, 


+ 
a 


= 


holders). infanery in column, limbered artil- 
lery, and mounted cavalry are considered to be 
tanked when fired upon from any direction. 


7.9 Facing 
A unit may have cight different facings from | 


to &. Facing may be changed ar any time during 
the anerations phase at no cost Facing auto- 
matically changes during movement as a unit 
faces the square it is moving into. In addition, 
all units in a square will assume the facing of 
the last unit accessed in the square. All units in 
a square have the same facing. This way you 
may change the facing of an entire stack by 
changing the facing of just one unit. Units and 


stacks of units will assume appropriate shapes _ 


on the map to reflect their facing. 

Facing determines 3 unit's line of sight. A 
unit has 2 line of sight equal so a 90 degree 
angle radiating in a V shape from the unit See 
8.3 for further details on line of sight A unit 
fired at through a direction not in its line of 
sight is considered to be flanked. 


7.10 Force Marches 

A unit may receive extra-operation points by 
force marching ata cost of fatigue points on 3 
one to six basis. Pressing the “X" command 
will increase the fatigue level by six and 
increment the operation points remaining by 
ane. Units with tacigue levels of 40 or higher 
may not force march. 


7.11 Fortification 

A unit may have a fortification value of O to 3 
thar modifies combat results (See Modifier 
Table). Fortifications are buile one level ata 
time by pressing the “B™ key at a cost of 
operation and fatigue points (see costs table). 
Units automatically fortify themselves when 
they have remaining operation points at the 
end of the combat phase of the Confederate 
turn in the INTERMEDIATE game. : 


7.12 Leaders and Leader Movement 
(Advanced Game Only) 

Leaders are assigned to specific units. Each 
leader commands a formation. Formations are 
bricades, divisions, and corps. Leaders are 
organized into a chain of command chat must 
be updated when a leader is wounded. A corps 
commander that is wounded will be replaced 
by one of the divisional commanders in his 
corps. That divisional commander will be 
replaced by a brigade leader of his division. 
Brigade leaders are assumed ta be presence at 
both units of their brigade. They are not at- 
tached to a particular unic as long as they are 
2 brigade commander. Brigade. commanders 
promoted to command a division act as divi- 
sional commanders. ; 

Divisional and Corps commanders may be 
transferred to any unit within their formation. 
Pressing “L” when a unit is accessed will lise 
ony leader present and prampr you to cransfer 
it. If you wish to rransfer, the cursor will cycle 
through eligible units. Pressing “I” will inverse 
all units that belong co the same division as the 
accessed unit. The location wich the divisional 
leader will blink. 

Every time a unit with a leader takes 
casualties, there is a check tw sec ifa leader is 


"82 Casualties 


wounded. Each leader has a combat bonus. 
A leader with a hanus of 20 will increase casu- 


- alties, inflicted by the unit it is with by 20%. 


See the Order of Bartle for each leader's bonus. 
Corps and divisional leaders are important to 
command conrrol. Divisional leaders affect 
the resupply of ammo. Brigade leaders affect 
rally. When a leader dies, the unititis attached 
t0 gains five fatigue points. 


7.13 Fire and Melee Plots 

During the operations phase, units may plor 
priority fire, melee, and, advances if they wish 
to perform those actions during combat. 

To plot melee. press"M”. To plot advance, 
press "A". For borh these plots you may togule 
benween Y for yes and N for no by pressing the 
appropriate command key. Nore also that 
plorting melee will automatically ploc advance, 
asa convenience to the player, since advances 
are usually desired in melee attacks. You may 
toggle it back ra N for no by pressing “A". 

An importaac note is chata unic will melee 
only if it has aiso fired ac the square it intends 
to melee. Plorting melee automatically plots 
fire into the square directly in front of the unit. 
Consequently, do not plot eeeS uncil of 


you have moved your unfengcepeey anstee oe 


: . BS SPs = e* 2% wi oat 
unit not directly in fropwronyeabe petting 
melee and then rerarughypysbed: ierPlor. 

a e > ° Z 
To plot fire press ste “which will display a 
. € . B 
menu chat will allow yi ca move the cursor to 
the target square and press “T™ to ploc it. 


Pressing “V" will inverse all squares eligible co 


be target squares and pressing “E™ will recurn 
you to the cammand menu, inserting a “No 
Plot” into the fire plot. A fire plac will only be 
accepted if the cargeted square is within range 
and in line of sight (see line of sight $.3). A 
unic thar plots a melee will automatically plot 
the square directly in franc for fire. 

Unies thar are unable to execute their 
priority fire plor ur units with no plor will fire 
ar the nearest enemy unit in range and in line 
of sight. 


8.0 COMBAT PHASES 


During this phase, all fire phases and melees 
are resolved. Casualties are taken. Routs, 
retreats, and advances are all executed. 


8.1 Fire Phases 
There are a total of five fire phases and one 
melee phase duringa combat phase as outlined 


belaw: 


® Defensive Artillery Fire Phase 

© Offensive Artillery Fire Phase 

® Defensive Fire Phase 

* Offensive Fire Phase 

© Defensive Melee Fire Phase 

¢ Melee Phase 

Defensive fire phases.are executed by the non- 
phasing player and offensive fire phases by the 
phasing player. Messages will appear on the 


— sereen and the map will scroll to fired upon 


units Casualties and ather combat results will 


he printed on the screen. 
peg 


A unit intlicts casualties with its fire based 
upon a number of factors. See the strenpth/ 


* representing 40-5 


aN: 


n addition to the narmal line of sight and | 


~ left comer for the Union. Routed units suffer” 
casualties and stop their retreat if they have to” 


casualries moditier ables ro give you an idea af 
what the factors are and what effects they have. 
Artillery units lose guns and fatigue. They are 
eliminated when their gun count reaches 0, 
Artillery guns are lost due to combat only 
when enemy artillery is firing upon them, In 
addition, artillery takes fatigue losses from 
infancy fire, only if alone in the square. An 
artillery unit will ake gun losses and ectreat in, 
melee combat if their farigue exceeds 75 or if 
forced to retreat by the combar results. < 


8.3 Line of Sight and Range ; 
In order fora unit to plor ar even ta execute its 
priority fire plot it must have a line of sight and 
be in range of the target. Ranges of weapon 
pes arc listed on the Weapons/ Range Casu- 
alty Table. You may view the line of sight of 
any unit by pressing “V" when the unit is-ace. 
cessed in the command menu or target menu 
or when in che cursor menu. 
There are four elevation levels on che map 
ag per level. 
4 


rat elevation obstacle. 


Woods reg gets 
copied er comfclis 6 fect, an 


units 


weapon range limitations, there is an addi- 
tional visibility limis builr into each level A 
unic at level | may see no farcher than four 
squares, regardless of its weapon range or 
normal line of sight. Eighe squares is the limit 
at level 2, rwelve at level 3, and sixteen ar 
level 4. These visibilicy limits will be propor-: 
tionarely modified downward by the overall” 
percent visibility of the bartiefield. (52> 


8.4 Melce 
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resalved. Units expend aperation paints to 


melee. Units must have enough operation 
points to fire and melee the same square, other- 
wise their melee is cancelled. Sce the modifier 
tables and the Melee Combat Results Table 
for details. 


&.5 Retreats 


As-a result of rout or melee, units may be- 
forced ro retreat up co four squares. Retreated | 
units will generally retreat away from-enemy” 
units towards the rear af their lines. The rear of. 
the Canfederate lines is considered to be the: 
upper. right comer of the map and the lower, 


e 


enter an enemy ZOC. Unlimbered artillery 
is farced ta retreat when it gains aver 75% 
fatigue in melec. Ic will also retreat and take: 


7 
4 
FS 
, 


extra losses if so indicated by che Melee Results: 


Table. Friendly units recreated onre gain tive 
fatigue points. 


8.6 Morale, Rout, and Rally ; Le 


A unit's morale is equal to its effectiveness | 


minus its fatigue. A unit with a morale of less 
than 15 has a 40% chance of routing. A morale 
check is made for passible rout whenever a: 


unit takes losses. Units with less than 80 men 
will automatically rout when they take losses 
When a unit routs it retreats four squares. It 
may move only one square per phase until ral- 
lied A uni will rally when its morale reaches 
40 or more and ir is in command conrrol (and 
has more than 100 men for the Confederate 


and 300 for the Union). 


8.7 Advances 
Units plotted to advance will advance in the 
combat phase if defending units are retreated. 


Advancing ZOC to ZOC is allowed. 


8.8 Disruption 

Every time a unit suffers losses, there is a 
chance it will become disrupted. A unit has 
abouta 40% chance of becoming disrupted per 
100. casualties. A disrupted unit loses its 
oriority fire plor. It may not fire except for 
defensive melee fire nor may it execute melee 
plots. A unit has a chance of becoming undis- 
rupted ac the beginning of the cur and ac the 
Mid-Turm Recovery Phase. Its chances and 


conditions for recovery are outlined on the 


Disruption Recovery Table. 


8.9 Ammo 

Every time a unit fires it has a chance of 
running out of ammo. Infaner;/Cavalry havea 
2% chance and artillery has about a 10%” 
chance. Casualties inflicted by a unit that runs 
out of ammo in that phase will be greatly 
reduced. At the beginning of each rum and at 
the Mid-turn Recovery Phase a unit may be 
resupplied with ammo if in command conrrol 
(see Ammo Resupply Table). Units without 
ammo may not fire, bute may melee ac a 
reduced strength. 


8.10 Fatigue 

A unit starts the game wich zero fatigue points 
As it moves and loses casualties ic will gain 
fatigue (see.Fatipue Gain Table). Ir also gains 
five fatigue points when a routed unic stacks 
anto the same square or a leader attached to 
the unit dies Fatigue has a proportional effect 
on fire strength. Fatigue is subtracted from 
effectiveness to yield a unit's morale which 
affects routs. A unit will recover fatigue at the 


beginning of the turn (see Fatigue Recovery 
Table). 


9.0 MID-TURN RECOVERY 
PHASE 


During this phase units will check to recover 


disruption and resupply ammo, according to 
the apropriace ables 


10.0 VICTORY DETER: 
MINATION PHASE 


During this phase, players are awarded points 
for casualties and territorial objectives. After 
the eleventh cum (4:00 pm.) is completed, 
the game ends and the score is compared to 
the victory levels. You may examine the map 
and access units of both sides after the game 
has ended. 


10.1 Victory Points 
Players receive victory points according to the 
chart below: 


© 1 peper infantryman lose 
* 3 pts per cavalryman lost 
¢ 100 pts per brigade leader last 
© 300 pts per division leader lost 
¢ 500 pts per Union corps leader lose 
@ 1000 pts-per Confederate corps leader lost 


_ © 150 prs per artillery gun lost 


Ignore Leader points for the Intermediate Game. 


For Union Player only: 
In possession of square 
17,2. = 1000 (500 if in ZOC) 
18,9 = 1000 (500) 
21,14 = 1000 (500) 
31,18 = 1000 (500) 
25.3 = 10C0 (500) 
28,11 = 2000 (1000) 
32,7 = 4000 (2000) 
33,1 = 10000 (5000) 


0.2 Victory Levels 
The score is calculated by subcracting the 
Confederate victory points from the Union 
and comparing the result to the charc below: 


‘ 


SCORE 
Union Major Victory = 6000+ 
Union Minor Victory = 2000 to 5999 
Draw = —1000 to 1999 
Confederate Minor = —6000 to —100! 
Confederate Major = less than —6000 


The Union may attain a major or minor victory 
only if he has inflicted at least 5000 casualties 
on the Confederates. If he doesn’t, the Con- 
federates win at least a minor victory. 


11.0 STRATEGY AND 
~ “TACYFICS 


Union Strategy: 

The Union has two major stumbling blocks: 
Activation limits and the Antietam Creek. 
You'll find thac there is more than one 
approach for the Union army. Some strategies 
may include apeoning one division to each of 


‘becoming 2 casualty. : 


the bridges opposite Confederate positions on | 
the first tum to secure them. Ocher strategies 
may activace the Union | Corps and use them 
to charge the Confederate middle or right 


“flank. Still others may decide to keep the 


Union | Corps inactive and bring additional 
divisions across the creek, waiting co make a 
concerted attack. The success of the Union — 
strategy will be based on how the Confederate | 
reacts with his reserves and how well each side | 
tactically deploys its armies. A good strategy . 
with bungled aactics will fail miserably. 


Confederate Strategy: : 
The Confederate is on interior lines and has a 
flexible concrol over its divisions. Although | 
oumumbered 2 to 1, he can mustera3 col - 
advantage against the Union in localized areas” 

of the battlefield. The Union I Corps is uae 4 
a likely candidate to attack with the Confed--- 
erate reserve divisions. Counter-atracking the — 
Union when they are weak can be devastating. 
Be careful not to overextend yourself. Let che 
Union come to you. Remember that the ..’ 
advannge is with the le player. yi 


Tactics: 


cout sréliery ona hich elevation or behind the %e 
lines with a clear line’ of sight... 3 
2. When attacking, be sure to counter battery 
the opposing artillery guns to make them’ ab 
fatigue. A 
3. Avoid attacking and defending with units. : 
in column and mounted cavalry. ard 

4. Place leaders with units in key areas of your! 
artack or defense. Their bonuses can really {7 
make a difference. Place them with units that 
have a lot of men to lessen their chance. ‘of 


5. Place units in a defensive line that assure 
channels of retreat for routed units | 3 : 
6. Make sure you will have enough operation 
points to-fire and/or melee. | 
7. Be aware that stacks of units with over 650 f 
men will incur additional casualties. ¢ 
8. Use force marching judiciously. 
9. Fortify whenever you are not in contact > 
with the enemy. = 

10. Remember to keep routed units in. com- 
mand control when you wish to have them 
rally. 

11. Be careful not to have units plotred=ta! 
advance “from the frying pan into the fire’. 
12. When- you atiack, seke k an 2 thour s j: 
atiack with reserves ready ec exploic ic. 


si 


———_—$—$——_$_$ $$$ nm 
If you have any questions or problems regarding the program or game, please senda self-address, stamped envelope with your question to: STRATEGIC 
SIMULATIONS, INC., 883 Stierlin Road, Building A-200, Mountain View, CA 94043-1983. 
Or call our Hotline Number: (415) 964-1200 every dekcoasalal 9 to 5 (P.S.T.). 
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1 Tyndale-8 603 AFL 76 % i: 1 Welsh-8 901 RFL 87 ’ See 
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1 Crawlord-B 1348 RFL 72 be eee at 1 Fesrero-8 699 AFL 81 as eis 
1” Gordon-A (12). 1299 “RFLP, BE 1 Nagle-A(9)" | 698 AFL 83 ad oS ee 
1 Gordon-8 8 WF ee . 1 Nagle-B 701 AFL 80” made 
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1 WarrerB- 451 CRB 98 4 ” 1 Davis-8 299 CRB 83 ” eek in: 
1 Buchanan-A (7) 903 AFL . 92 5 e 1 Rush-A (6} "303 CRB 82 ” Ba Sail es 
1 Buchanan-8 a a : 1 Rusn-B 2 SEEPS OR ot se 
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Ti Gumming- A110) 2 5353RFL ae ee ae TE baer a8, Saad eae Nair ook ee 
1 Cumming-6 354. AFL 08” 2 1 Hays-B 203 AFL 98” 
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1 = RansomA’(17) "<) ) 751 “RFL.* 80 (JG. Walker (19) ” 1 Staske-A (9) 251 AFL 99 JAJones (11) | 
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Although Cox was nota divisional commander, he was tiest in line to command the Corps. 
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(Numbers in parentheses refer to diagonal moves — directions 2, 4, 6, and 8. Ignore the numbers 
and letrers printed in blue for the BASIC game. P = Prohibited.) 


IN?t./DIS CAV. CAV. UMB ART. UNUM ART. 


Clear : ace. 1(2) 
Town Bre : 3(5) 
Woods sa ers 2(3) 
_ Comfield eet 2(3) 
Maver. ee <P... P 
gee eee | P 
sc teera/ Seen es», 2h ates eae 
__ Bridge (a). : 1(2) 
Road bonus (2). ir). 18) 
Enter higher “weeks 6) at Pas. 
¥ _ Enter « or leave enemy ZOC 
Move ZOC to ZOC | 
Change mode (5) - 
Unlimber in ZOC 
Forify 
ire shise 
Melee — Art. (4) 
Melee — Def. 


Sia Mita Mita Mie- ite Ma Mite My: Bite - Mia - Bie Mie) 


ao 


vu Owe db 
mg ee 


Notes: 
1. Units using the road bonus pay only 1 operation point to enter. 


2. Diagonal moves are noc allowed using the road bonus. Infantry must be in Column mode 
to use the road bonus. 

3. Units using the road bonus pay only ! cperation point to enter a higher elevation. 

. A unit must fire at the square it is to melee. 


5. Mode change for CAV ART is 2. 
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ABON/RANGE CASUALTY ZABLE 


Be ee tem 


: RANGE IN SQUARES Sear 
WEAPON TYPE A : 2 3 4-6 710 
Rifle RFL 4) See 
Musket MSK 3 -O.. (0 eee 
Rifle/Musket R/M 3 ] 0 0 0 0 
Rifle/Sharps R/S 6 2 0 0 0 0 
Rifle/Shotgun R/G 4 1 0 0 0 0 
Sharps Rifle SHR 8 2 Q 0 0 0 } 
Rifle/Carbine R/C 4 1 0 0 0 0 
Carbine CRB 4 1 aes « aSrares * Sees ne 
Shogun’ = SHG 4° 0 20 0° 0 8 FI 
Pistol ; PST 1 DES CO | Seem | DEER, 
6 Ib. Smoothbore SM6 8 2 2 ! fags es 
12 Ib. Napoleon N12 14 Sc gee eee» eige a 
a” Ried Gun < - RG BCS U4 2 lO at 
2 boHownee oe 16 ee Po CO ae 
24 Ib. Howitzer a Ao ee eee) 0 
10 Ib. Parrot P10 eres Gora Gee Ae ame an 
20 th: Panedscs ome 65 6 Poe 


The number under the range column is the number of men lost per 100 men for small arms fire 
and per one gun for Ney. These nunibers are further moditied by the various strength/casuahy 


modifiers. 


DIFFEREN 


TIAL 
FROM ABOVE ATT. LOSSES 


Compare the results of the following formula with the table below: 
(Artacker's Mod. Strength — Def. Mod. Srrength) / 50 


DEF, LOSSES 


~7 oriess Random of 25 + 150 .. Random 25 es 
-5 10 -6 Random of 25 +50 Random 25 50% 
+ to 4 Random of 25 Random 25 20% 
5 to 12 Random of 25 Random 25+50 = O% 


Random of 25: 


13 and more 


Defender's recreat is eee firstand then the Artacker 


3 Random 25 + 100 


“20% 


(except for routed units) will not recreat at the same time 


Pag kae ChE Sats wlet eA. Oe ceil oR 
Ftp Prat Ae Pte LESSSs : 
fconpinon AMOUNT RECOVERED 


Unit in enemy ZOC = Eff. Rating/3 
Unit not in ZOC = Eff. Rating/6 
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FATIGUE 
ACTION GAIN 
Enter square in normal mode 2. 


Enter square in column mode ] 
Forify one level 0 
Per 2 casualties in men (see below) 1 
Per one operation point of force march 6 
Leader dies in unit - “. : 5 
Routed unit passes throught friendly unit = 5 


NOTE: Units with over 600 men in them will 
gain proportionately less fatigue up to 1000 men. 
For example, 2 600-man unit gains | facigue 
wapoirs per 3 losses (33% of casualties cum into 

fatigue). A 900-man unit would gain | facigue 
per 4¥%1 men lost (16%). 


ghisen 


‘ Sree tat 


Units must be in command oe ar 
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ATT. RETREAT # DEF. RETREAT 


ON: RECOVERY: 
TABLE se ieneee 


Re SOP, 


is checked. Both che actacker and defender 


Cera “Petr VERY® 


a morale of greater than 40. Er hance 


«e 


‘TO Sitcom 
UNDISRUPTED 


notinZOC 6&0 


ai or in ZOC 60 
Sder dead & in ZOC 40 


SSiote: In the Intermediate Game, the leader 


is assumed to be alive. 
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Eligibilicy Table: Chance to go to Resupply 
Table. 50% chance to go ta Resupply Table for 


CAV, GAV ART, Confederate ART, and 


Evans Brigade. 
GE TO 


awmnr were 


7 Aut - 


RAN PERCENT CHANCE OF 
DIV. LEADER GOING TO RESUPPLY TADLE 


0 Auto - Resupply” 
Auto - Resupply® 


90% 
10% 
50% 
30% 
10% 
No Resupply 


* Resupply Table is skipped. 


Resupply Table: Chance to become re- 
supplied with ammo. 

UNION (Mid Turn) CONTFED. (id Turn) 
Art. 70% (35%) 
Inf/Cav. 90% (45%) 


50% 
70% 


(25%) 
(359%) 


TERRAIN MIKE MOD. MELEE MOD. i 
icar 1.00 1.00 : 
Comfield 1,00 1.00 f 
Woods 60 1.00 : 
Higher Elev. A aS as | 3 
Town AG 800 if 
Bridge/Ford 1.00 80° ; 
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_ MODE - 


Normal TOINF 1.00 1.00: *}: 
Column’ ~ INF Ab perry beer a ts 
Mounred (CANT: 295 1.50. F 
-Roured ALL! 2811 3507/8 
Lim. or Unlim. Art. ART : 
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*Arcacker on bridge/ford 
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Leader Bonus = Direct Modifier E ae is 7 
(See Order of Battle) 


Flank Modifier to Attacker = 1.50 
Flank Modifier to Defender = .50. 


Density Modifier = 1% more or less ed : 
ties per 12 men more or less than 650 
men in the square. No mare or less 
casualties than 25%. i 


Random Modifier = +50% (.5 to 1.5) 


Battle Time Modifier = (OP Remaining)/10 ~ 
NOTE: This modifier is for fire combat, } 
nat melee. A unit is assumed to always ~ 
have at least five operation penis — 
remaining. ae 


Fortifiestion = Level MIB oe 
NOTE: This modifies Att. Ties Scrcrig 
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ATTACK OF THE UNION 12 CORPS 
7:30 AM to 9:00 AM 
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By Robert S. Billings 
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eneral George B. McClellan gazed 
} out over the rolling terrain—largely 
open but with scattered patches of 
forest ahout—and waited for the first 
sounds that would tell him Hooker's 
1 Corps had started the battle. 

It was to be his battle—his masterpiece, 
he haped. Although he had planned and 
corpmanded the Peninsula campaign that 
had taken him to within six miles of 
Fichmen’ he had never had the experience 
af. commanding a full-scale clash of armies 
on a single battlefield. The Peninsula ~ 
campaign had been a careful sliding forward 
and overcoming prepared positions with 
cautious sieges He had been criticized for 
being too slow, bur he was convinced his 
plan had been strategically sound—and 
would have worked if that amateur 
strategist, President Lincoln, had not counter- 
manded his orders to McDowell's huge 
corps, keeping it from him at the crucial 
moment And so Lee, with forces that 
McClellan was sure were vastly superior in 


number ta his own, had attacked. Thin 
had been very tricky there for a “hie 
¢ < 
% 


McClellan had recovered fast, conse 


terrain—only to find his efforts sewarded ‘by 
being ordered to send his ctroops.back to 


—Washington, where most of them had been 


given to that western buffoon on horseback, 
General Pope. 

This new hero of the politicians and the 
newspapers had promptly taken the men 
McClellan had trained into an army and led 
them straight into a disastrous defeat at 
Second Bull Run. Suddenly their tunes had 
chanyed—all those politicians and jour- 
nalists Lee was across the Potomac and 
maving through Maryland—nobody knew - 
where, but panic was everywhere, That was 


“when they had had to come and ask him, 


‘George B. McClellan, to save them. - 
He had put aside all thoughts of the 
personal wrongs done him and accepted the 


- ¢ommand back. And this time he hoped 


they had learned their lesson and would 
leave all questions of strategy.and tactics for 
the expert intelligence of the army com- 
mander himself, An army was not to be 
run by journalists or politicians or even 

3 clown of a rallesplitrer President. 
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£Mmanaged ta hold the pass through South 
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masterful retreat over almost imptside= | .° “Mountain during the 14th. But the next 
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He'd heen worried there for a bit, he 
sad to admit. There was no salid 
intelligence concerning Lee’s troops—they 
seemed to be marching and counter- 
marching all over the state of Maryland. But 
then he had had it—his own stroke of luck. 
Lee's Special ‘Order 191, it was called. 
Picked up on the site of a former 
Confederate bivouac by one of his awn 
soldiers and rushed to his headquarters, it 
had told him all he needed to know. Lee 
had recklessly divided his force, sending 

“half of it back to capture the 12,000-man 


garrison at Harper's Ferry, while Lee himself - 


stayed with the remnant of his troops 
further north. McClellan was sure he had 
him this time. 

The order had been delivered to 
McClellan‘about noon on the 13th. He had 
had his corps moving by the moming of the 
14th. He had sent Franklins H Corps to - 
relieve the besieged garefagpat Harper's 
Ferry. The rest b@yyameitdered through 
South Moynsitin td get at Lee before he had 
reasgeatiues:thie pieces of his scattered army. 


x ¥ 


= Rbiniis had nat gane perfectly. Lee had 


day McClellan's men had made it through 
and he had begun to put together his own 
grand plan for the hartle which would 
decide it all. | 

He had nat rushed into anything. He 
had had the pasitians for the hig guns 
picked carefully, he had made his own 
plans for the infantry corps without undue 
haste. Nothing should go wrong this time. 

His plan was simple but, he was sure, 
sound. Attack the Confederate left with as 
much as three corps if necessary; attack the 
Rebel right with another large corps—and 
hold hack a full corps or more to hit the 
center hard when the enemy was fully 
committed and had begun to waver. He 
‘liked the sense of balance in it There 
would he no wild floundering such as Pope 
went through in thar Bull Run disaster. 

It had been too late to atrack on the 
15th when all his arrangements had been 
completed. And then at dawn the next 
morning there had heen a heavy ground 
fog He had been uncertain about starting 
his major attack under such conditions So 
he had walted—finally deciding to put the 
whole thing forward another day. The attack 
would jump off at first light on the 17th 


lt was unfortunate that Harper's Ferry 
had nor been able to hold our a little 
longer. Colone! Miles, an old army man, 
should have been able to do berter there. 
He had surrendered them all—lack, stack 
and barrel—on the 15th. 

Well a commander couldn't look out 
for everyone—especially when he had had 
his command taken from him and then, 
without preparation, been told to pick up 
the pieces of someone else's mess and save: 
the Republic. He had to concentrate now 
on this battle. If he could win it, truly it 
would justify all his past decisions” 

A rumble of artillery fire nvo miles to 
the wesc told him it had begun. 


s day dawned and the landscape 

AY basics except in spots where 
the moming fog lingered, the great 

blue machine stirred itself for the action 
ahead. The Army of the Potomac had 
approximately 87,000 soldiers present for 
the hattle — bur it was perfectly represen: 
tative af the long day of blunders that lay 
ahead that Joe Hooker's | Corp, containing. 
9,010 men, would hit the Confederate line - 
alone and unsupported. Je-is true that 
McClellan had arranged for support: Mans 
field's X11 Corps and Sumner's li Corps 
were to be on call for. action on this flank. 
But Mansfield's oops were over a mile 


as things turned out he couldn't keep even 
one cams properly coordinated), 


Oe ee ee 


The upshor of all this was thac no one 
apparently was coordinating the actions of 
the three corps, and their massive combat 
power was dissipated like chat of a block of 
TNT proken up into a hundred little fire- 
crackers. 

Bur the soldiers were moving forward 
now—the Moodiese day in American 
history was under way and the generals 

“would be dragged into the vortex as 
haphazardly as the tens of thousands of 
private soldiers. As a marter of face, no 
jewer than eighteen general officers, North 
and South, would become casualties oefore 
the day was over. It would noche a day 
memorable in the annals of tactical history, 
hut it would-be a day remembered for its 
unbelievable death toll 

Haaker’s 9,010 were opposed by 7,700 
men under Jackson, and the Unian men 
were derermined to show their new 
cammander (they had formerly been 
McDowell's corps) that they could fight 
Hooker artacked with Doubleday’s division 
alone the Hagerstown road, Rickerts’ 
division to the left in the comfield, and 
Meade's division (except for one brivade 
which had gorten into a fight the previous 
evening in the East Wood and resumed it 
at davbreak) in the center in reserve. 

Alone the Hayerstown road the hartle 
was heavy. Stuarts’s guns on Nicodemus 
Hill were firing into the Union flank and 
guns from the Dunker church area were 
hirting them from the frant. The open right 
flank was a continuing problem. Gibbon's 
Black Hat Brigade was trying hoth to attack 
the front and defend the flank. This lareer 
chore at first fell to a mere pwo companics 
Then after foy and smoke obscured the 
flanking companies temporarily, they were 
mistaken for Confederate troops, fired into. 
and withdrew precipitarely.. Doubleday~ 


‘moved in Parick’s brigade.to help our on. - 


the flank, and this restored: the situation 
there for atime. Doubleday's men, though 
sulfering heavy casualties, pushed on down 
both sides af the road—thase on the lefe 
voing through what was to became famous 
as “the cornfield” and approaching within 
“tive of six hundred yards of the Dunker 
\ hurgh, which was to become the key 
 aalioatk inthe battle on the Union right. 


al 


Ricketts’ division, attacking on the left 
of Doubleday’s-was having all sorts of 
coordinating problems. His first brigade co 
atrack, under Duryea, gave a guod account 
of itself. They went into the eascern end of 
the camficld, held touerher under artillery 
fire. and made it to the south end of the 
field. As they came out of the com they 
were met with a tremendous blast of fire 
from Confederates who had been waiting. 
Both sides stood up and blazed away at 
each other for a number af minutes, with 
men on both sides falling in creat numbers. 
By an apparently musual decision, both 
sides then wene to the ground and 
continued che batile from there. 

With ammunition running low. Duryea 
looked abour for his support There was 
none to be seen. The rest of his division 
had apparently disappeared. Finatiy, with _ 
casualtiess mounting and afraid of being 
caught alone with such a meager force, 
Duryea withdrew his men. The support of 


~ Rickerts’ other brigades at the crucial 


mament could have given them an 
important victory and a key part of the 
harrlefiehd. Duryea's men had fought well: 
aver a third had become casualries—bat 
their fighting force was exhasuted for the 
day with nothing (beyond considerable 
Confederate casualties) co show for it 

The mystery of the missing avo brigades 
is Hustrative of the command problems of 
the Union that day. In ane case the 
commander had been wounded while 
reconnoitering and his command staod 
graund waiting while Duryea’s men had 
antacked, fought, and rerreared. In the 
second case the brigade commander, alter 
some initial shelling, cracked up and 
headed for the rear to escape the artillery. 
Bath hrigades were eventually brought up 
by other leaders, Ong foughe well, with one 
of its regiment's losing 224 of 334 men. But 
there had been time for Southem reinforce: 
ments to he rushed in, and they began to 
push the Yankee brigade back. Only then 
did the other brigade (whose commander 


~ drove up into and right through the: : 


“left extended to the Hagerstown road, their! 


“- : ee eae : . <2 if 
it marched to reinforce im commades in the. 


had retired so ingloriously) get up and into 
action. Ry now the attack was over an hour 
ald. These men were hit by reinforcing 
Contederares, and three of four regiments — 
were soon withdrawn through the Ease | 
Wood. The fourth stayed and foughe until 
more than half had become casuairies. Only 
then did they withdraw—slawly and still 2-1 
under firm discipline. Ween a 

Bur Hooker's powerful punch was fast. 
lasing its power. Rickeres’ division was 2 hed es 
through for che day. Doubleday's had fight; & 
lefe but could ant hold an lang alone. © 
Meade’s division (with only avo brigades 
available te him now) could do file co 
restore the situation. 

As great chunks of che Confederate lett 
bevan ta disappear in the Union assaule, 
Hood's division, in-reserve in the West - 
Wood bv the Dunker Church, was called 
up. These men, many of them Texans, 3 


cornfield to its northern boundary. Their Bi 
ants ¢ 


right well into the Eat Wood. They arrived z 
at the north edge of the varfield in time 
to catch one of Meade’s brigades: in Mank as 


* 


East Wood, The Texans settled down to a 


~ symematic slauchter. 


Douhleday’s men, meanwhile, had fallen 
hack stubhomly before an artack from their 
right front and flank by evo new Southern 
brivades under General Starke. Thouch 
Contederate casualties had been high and 
their line maintained only by eushing in: 
reinfurcements Northern casualties had * 
been even higher—and they had almast 
nothing to show for them. Ir was clearly 
time far reinforcements for the Unian side 

They were coming—under General pe 
Manstield, an old-line army officer who had © 
been desperately warking to, get a major et 
‘combat command and had. sicceeded only: 
wa days hefore, when he was piven XI 
Corps Anxious to get his men forward, he & 
had had them aroused carly. Bur he had no” 
clear orders to enter the battle yet and his .* 
men were kept busy falling in and outand — 
trying to heat coffee in between. When | 
word came ta reinforce | Corps, the 
commanding general kept his leading 
division in massed column formation, even 
as they approached the batilefiekl. He was 
afraid that “volunteer” traops would break 
and nin untess kept in sofad formation. 


poi 


22 


+ "ede 


oa 
er Ltt 


inte Sg Le 


ee et ee 


ae Pete 


bt ala 


> re 


Ste 


their men hack into the West Woad-a 


“reorganize some sort of defense there. Bae 


Pr: 
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Sone of his sunardinates argued with him 
avout the unnecessary risk of staying in 
suciy massed formations when they were 
beyinning to come under artillery fire, but 
he was adamant. He had worked long for 
this command, and he was gaing to be sure 
it actacked as he wanted ic to. 

His cask was complicated by che fact 
thar he had sa many new regiments chat 
had never seen bacele. They were large, 
unwieldy groups of men untrained in hartle 
drill and. therefore very difficulr to form up - 
for an attack. Bur he finally gor them spread 
ouctrom the Hagerstown road across the 
pasture and inta the East Wood. There was 
some confusion about whose side some 
troons firing from the Ease Wood were on. 
Mansfield was sure they were Union, Some 
of his men who had been fired an assured 
hint they were Rebel. A new burse of firing 
cenvinced the general che men were right— 
tour tate. One round of the burst caught 
him full. in che chese with a mortal wound. 

There was now further delay. Then 
General Williams, whoa had commanded 
the corps temporarily two days before, 


While much of the XI Corps drove 
“straight ahead, taking again the ground 
1 Corps had taken earlier in the cornfield 
and along the Hagerstown road, Greene's 
men continued south until they came out 
of the Ease Wood nearly oppasite the 
Dunkez Church. With lirtle to oppose them 
_ there he stopped briefly tO get some 
artillery suppore and then drove right up to 
within two hundred yards of the church 
itself, forcing the main group of Southern 
artillery thar had heen in position here to 


"— pull back, Finally..a large regiment of 


Pennsylvania rackics came up and were 
ordered across the road and into the trees 
around the church. Naw’even the West 
Wood, the haven from which the-Confeder- 
ate attacks had sprung, had been punctured. 
Things were ar lase beginning to look very 
saad fot the attackers. Jackson had little 
left to oppase a determined attack with. 
Lee was methodically seripping his right 
flank to raise reinforcements—bur they 


would take some time ro yet fram one wing 


of the army to the other. The chance for 


the knock-out punch (which eae 


resumed the command and gave the order is) mentanly aoe 

to advance. They drove through inro the eee inert ¢ tound again. 
= f= ck. e* 

comficld (that same deadly landmark. now ott? WA hia f he seized ‘ab time? 


sides) and, on their left flank, into the-Erse**’ 
Wood. Confederate reinforcements had 
arrived but nor enouch to handle this full 
carps striking with most of its force 
concentrated into a single blow. Further- 
more Greene's division, having cleared the 
remaining Rebels our af the East Wanod, 
found themselves where sameone should 
have pliced Union troops in the firse 
place— right on the flank of rroops in the 
combtiehd, With this terrible fire coming in 
fron the flank, Confederate leaders could 
ilo nothing but. try fo yet the remnants of: 
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a oe « 
nave ere now nine a'clack. Three hours 


filled wich dead and wounded from both ro 


and abour 8,000 men (on borh sides) had 
been expended in some of the horrese 
fighting in the war. And it was art this point, 
with everything ready for a commander on 
the field who would move fast and 
decisively, that Hooker was wounded and 
had to be carried from the field. Hooker, as 
the initiator ef the hartle, had been in 
controt of the entire right-flank action. 
Now Sumner would be called in with his 
Il Corps McClellan, who doubted the 
ability (though not the courage) of this old 
veteran of forty. y years’ service, had carefully 
_ arranged things so that Sumner would aor 
have to exercise independent command 
over a large hady of troops. Normally he 
would have had. ‘contral aver both his own 
giant (15,834. men): att Carps and Mansficld's 
~ XI Corps. Manstich!’s'men had been 
committed while Hooker was on the 
ground and in control. Now Sumner’s huge 
corps {equal ta Hooker's and Mansficld's 
combined) would’enter the fray — with no 
ane except iis own ancient leader to decide 
the outcome. It seemed as if the fates had 
determined i dangle victory before the 


~ Sumner considerable time to march h 


~ tried wo explain the situation, but ir al! 


Union troops all day—and then deprive. 
them of the leadership they necded to drives 
through co that vicrory. 3 
Sumner might nor-be a tactical genius, 
but some of his instincts were sound » 
enough. He had fele the way co victory was 
to commit his entire force along with | and 
XIl Corps. Consequently he had had his 
men up early 3 and ready to move forward ar. 
a moment's notice: For three hours he had. - 
been listening to the roar of bartle in the oe 
distance and anxious. ro gO, Now he.was 
be tured loose, oe = 
McClellan had positioned it Corps cast, 
of Antietam Creck-opposite the central | 
portion of she haretiekd. It would take ’ 


troops up to and aver the northern bridge 
where the other two corps had crossed. He 
cut this time by finding a ford and crossing’ 
oppasice the Dunker Church. Fram there. 
he had his men huried forward while ie 
tried to find out the situation (he had- . 
almost no information of the many events. 
a the morning's fight). When he found | the = 
© ainda Hooker, that general was harely. 
conscious.and could rell him nothing: He = 
could see na formations of troops on the | 
field except fora few men clinging to the ’ 
ground across from the Dunker Church.” 
(These were some of the forces which= j 
under Greene had had such sugcess.a: ‘short 
time before but were beginning to‘ feel’? 
isalared.) To Summer ic louked as if alm 
the entire wo corps who had armeked 0005 3 
ahead of him had been destroyed. He! 
obviously had 1 gee his men intra action ae) 
fast. Bur where should he lead them?) 

He finally find General Williams, who 
had taken over for Mansfield Williams 


seemed tw complicared to the ald ¥ veterin. reece 
of the Indian wars, He needed simple 2.7 =: wie 
direcraine His loading brigades were a 
approaching and he had tc armek aamag= 
where fast. Unlike MeClellan he teusted £ hot - 
in cation es in action, 


con: ae 


Be 


Leaving Williams without apparently 
naving heard anything he had said, Sumner 
started his men in a massed body roward 
what he thought would be the enemy's 
flank. He had with him only Sedgwick's 
division of three brigades (over 5,000 men). 
His second division under French was 
coming twenry minutes behind Sedgwick. 
His third division (Richandson’s) had been 
“held in place as McClellan's reserve until is 
was replaced by one of Porter's V Corps 
divisions. The fate of I] Curps was thus 
heing decided by the extreme rashness of 
ane commander and the extreme caution 

‘of another. 

Sedewick's division was advancing on a 
single-brivade front—over a quarter-mile in 
width, but one brigade directly behind 
another with only fifty yards beeween them. 
Sumner rode at the head. He directed them 
toward the West Wood somewhar to the 
aght of the Dunker Church where he 
could see neither Union nor Confederate 
troops. , 

The troops thac were there had learned 
the hard way not to make their presence 
obvious There were the remnants-of | and 
XH Corps holding the pasitians they had 
finaily gained after the morning's slaughter— 
hut they were hadly scatterd, for the most 
part, and under litile organized canrral. 
There were at the moment very few 
Confederates and those in littl condition 
ro sustain a major attack. But Lee had more 
on the way. 

“Tige” Anderson's brizade and McLaws' 
division were hurrying coward the Dunker 
Church (McLaws' men were among those 
~who had been at Harper's Ferry and had 
reached the hartic area only in time fora 
short rest before they were rushed forward 
to prop up the decimared right wing). 
Jackson saw the huge Yankee division _ 
approaching and’sen nsed in a moment his’ 
chance for getting maximum use out of the 
reinforcements Lee had sent. Sumner's men 
were marching.in a formation which gave 
them enormous power to thé front—bur 
not even roam to mancuver if attacked 
frum the flank. Jackson's new troops would 
come in squarely on Sumner's flank if the 
latter kepe marching a quarter-mile into the 
West Wood. And Sumner was doing just 
thar — crossing the Hagerstown coad and 


proceeding in brigade front inta the West 
Wood, 


There is a time-worn piece of advice for 

yous Ainerican army officers that gues: 
“Don’t just stand there, Lieutenant Do 

SOMETHING!” General Sumner may or 
may not have received such advice asa 
young subalrern, bur he certainly was acting 
as if he had—and was following it to the 
letter. He might have no idea at all what 
was going an, but he was doing something— 
and done it in spades And he was about 
to find out old army slogans are no north 
staz to cling wo rigidity for direction.” 

“When the firse volleys hie Sedewick's 
lefr flank, the horrible realizatian of exactly 
what kind af a mess he had led his men 
into finally dawned on the while-haired old 
Sumner. Confederates che poured in from 
three sides. General Sumner, courageous 
ald soul that he was, never wavered. He 
rushed ahout on his horse. ignoring all the 
bullets. trying to restare some kind of order 
so the men he still had Jett could get out of 
the mess they were in. They recreated the 


‘only way they could—to the north—finally 


slowing and stopping the attack, bur not. 
hefore they had heen. swept way hack to he 
Narth Woods. 

The fine prospects of the Norther right 
flank a mere few minutes before had been 
nearly washed away. Although Greene 
cluny to his foothald by the Dunker 
Church, trraops who had joined his line and 
extended it cathe north had also been 
driven back. And that expanse af terrain 
littered with chousands of wounded, dead 
and dying—the comich! and the fields 
around the Hagerstown Turnpike—were no 
tonger solid Yankee tecritary, buca 
wasteland in which McClellan, when he 
visited the northern flank shordy after, 


could find anly furcher grounds for the 


urmost caution. Sedgwick's large division of 
veteran troops had taken aver 5,000 men 


inte thar grind march into the Weat 


Wood—and nearly half of them were now 
dead or wounded, and the rest so seartered 
and demoralized by what chey had “been 
through that few on the field considered 
them any longer combareworthy. 


~~ 


ms to increase the pracection the'sunken~ 


_ sbirmishers out of che Roulette farm, the eae 


surprising enemy. Confederate aniline, hic 
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But Sumner's other avo divisions were 
about to appear on the scene. Ac 9:30 
General French was already across the 
Antietam, and General Richardson was : 
finally released to enter the battle. Unfortu - 
nately, French, as he gazed our across what 
he could see of the battlefield, could , 
discover no sien of his commander or 
Scdywick'’s division. And crusty old Sumner, 
crusting direct actian as his anly guide, 
hadn't thought of such a detail as leaving 2» 
few route markers with some clear orders . 
for his subordinare. French did the best he | 
could. He saw Greene's men up ahead by 
the Dunker Church and decided to take his 
awn men in on their lefe flank. This would - 
bring him up against D. H. Hill's men, 
scttled in a strong position along a sunken 
road thar angled out from the Hagerstown 
Tumpike afew hundred yards below the 


ee ee ee 


ee ee ee ee eee ee ee eee ee a 


~Dunker Church. it ran easnward fora © bias 


quarter-mile, after which in a series of jogs”... 
it turned south ta the Baonshoro Turnpike.” aoe 
Hill's men-had built a harricade of fence a 


zoud had ee provided. They were ready 
and waiting “=> aes te we 
French's men advanced willingly Scour! oe 

—even though some of the regiments were -~ 
complerely new. They had protection 

against direct rifle fire during much of their 
advance, as the sunken road was was on the 
reverse slape of a ridge and the Union 

troups could not be seen until they topped 

3 rise about 200 yards from the Canfederate 

kne. Su the ranks swepe grandly on, in clear 
vrew of McClellan and his staff an their hill rae 
in the distance. After chasing Confederate 


seldiers had their first brush with alo ae 


anOng some hechives. in the farmyard, fe 
string the: hees toa. spirite red defense’ gains 
tke invaders, and-it- “rook seine: ‘time! ta pet’ 
the Necing and desperarely swarting ‘soldiers 
hick inta formation. But after a wasted few 
minutes the line was reformed and again 
sw mM On. 
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~~ — All went well until they topped the rise 


ind started down. The Confederates 
inleashed a devastating voliey, knocking 
flown men in the front rank like ten-pins 
tack they went—to reform and try again. 
The firing reached a crescenda; lead was 
iying from thousands of rifles an hoth sides 
's fast as they could be reloaded. Casualties 
nounted quickly. Even in the relative 
srotection of the sunken road, corpses were 
-oon dying in increasing numbers among the 
oldiers still firing fram that constricted 
pace. The Norther traops were game and 
pent themselves in futile rushes that were 
ways stopped short of the road. Finally 
hey had to setde for lying and pouring 

heir own fire into that great jumble of 
odies firing from che road. 

This was the situation when General 
\ichardson came up with his division. He 
ent his men in on the left of French's 
livision, protecting that body's right flank 
ron: possible counterattacks. While the 
oli fighting continued, it became apparent 
nat Richardson's men could overlap the 
yhe Mank of the Confederates, and troops 


vere slowly put in position for such a move. 


Confederate reinforcements had been 
enrtonvard to help out the defenders but 
vhen the commander was wounded his 
eplacement did not keep firm control of 
he regiments; consequently many of the 
rdops did not advance all the way to the 
oad, bur stayed in a field some distance in 
ty rear. One group of men did reach the 
oad, crossed it and went on past—only ro 
«© wiped out by Union fire. 

Finally it was too much for the 
lonfedertes Sweating. cursing soldiers 
vere still londing and firing, even as the 
lead and mangled bodies pressed against 
hem from all sides But there had to be 

breaking point—and it came rather 
anhdenly. The nyght side of the line went 
inst, fallawed shortly after (perhaps because 
fa misunderstowml command—bur at a 
ertain point human flesh has to crack and 
he reasons can he thoughr up later) by the 
chole deft side of the Confederate line. 


a 


. 


They rushed back, taking with them the 
troops who had been sent to their support 
and were still in the ficld behind them. In a 
few moments that whale section of the 
front had disappeared, the two Union 
divisions were rushing across the road and 
down into the fields and an orchard that 
were nearly on the outskirts of. Sharpsbure 

Longstreet and others tried to find 
something to plug the gap. All thar was at 
hand was some artillery which was so 
understaffed thar at one paint Longstreet’s 
siaff were serving as cannoncers— 

Now, once again, the moment was at 
hand when the injlux of a few thousand 
fresh men could have swept right into and 
through the center of the Confederate 
position. And MeCllelan had those thousands 
—Franklin's corps was at hand and its 
commander eager ro attack. Though he had 
been slow and cautious when he was 
fighting independently a few days hefore 
trying to reach Harper's Ferry—now he was 
hack where he felt ar hame, at Inge! f 
his own corps but under an antes nes, 
commander. He was sure he call Wh A, © 
through the weakened Coie ‘tine Po 
certain victory. 

McClellan considered. Pas true there 
seemed a great chance here. Bur his visit to 
the north wing had shaken him. Twe full 
corps there had seemed to vanish like the 
morning fox. And he had-siways in mind 
those phantom thousands he was sure Lee 
possessed. Committing Franklin's croops 
here might lead to victory—bur whar would 
McClellan do if Lee suddenly appeared on 
his north flank with rhase “extra” thousands 
that were ever-present in the Northern 
commander's imayination? 

No— better not. Victory was an ever. 
desired dream— bur disastrous defeat an 
even more powerful nightmare. Perhaps 
Bumside would make it possible for him to 
have the victory without risking so much. 


’ 


Bur if Burnside had had his attack ready.to- 


ith General Ambrose Burnside 
and the Union's IX Corps’ arrack 
on the southern flank we come 


toa firting finale ro this most bloody of all 


America’s days of cartle—what sone have 
referred to as ACT Ill of the Antietam 
tragedy. 

Perhaps it is fitting chat this peneral. 
who had such an opportunity for atraining 
milizary glory through expenditure af the 
nation’s youth, is remembered by the 
present generation only in the name for a 
male hairstyle—and even there (i.¢. “side- 
burns") the name comes out wrong-end- 
first. Bumside could nor be called an 
eeotistical man (he had heen offered 
command of the entire Army of the 
Potomac but had turned it dawn because 
he felt he was not “qualified” for such high 
command). Here he had under him only 
one corps hut his limitgsiarig vere certainly 
well demonstragedayaidrhen he finally did 

swallow hisdiimiliny ‘and accept command 
pigticerire’ ‘army. his one major hartle 
Frederickshurp) pave the soldiers enough 


F season to consider even Ieadership of an 


infantry. squad considerably beyond his 
meager talents Bur now McClellan, who 
had begun to have his own doubts abour 
the man, had cansigned his own military 
future and the very fate of the Army of the 
Paromac to this general with the magnificent 
hairgrawth around the ears 

Burnside had one corps of four 
alivisionsy and he had been cold ro be ready 
to attack the southern flank in the morning. 
The arrack was supposed to he made close 
to the time of Hooker's anack on the 
nerthern Mank. But the orders were nor 
specific as te the hour.and so the attack. 
was not called for unl the fight on the . 
north flank had precy well ran down, It 
was 9:10 before McClellan finally sent word | 
io start the seuthern-fank auack. [It was 
nearly 10:00 when Bumside-and Cox (+ 
(IX Cars commander bur serving under 
Bumside’s direction) received it. It was = 
already too late ty help the northern. Mank. : 


jump off upon receipt ef the order, it mish " 
have helped the center in tts fight along: the 
sunken road. Rumside was not ready— nor 
was anyone else, apparently. 


ae 


There is no question chat it was a rough 
assignment Although Lee had drawn off a 
large pare of the soucherm flank's defenders 
to reinforce the north, the remaining 
Confederates had a naturally strong position 
to defend. The only creek-crossing in the 
arca was the bridge, and thar could be 
detended by infantry concealed in the 
woods along the steep westem bank and by 
arullery both from the hillrop above and 
from guns east of Sharpsburg. To make 
matters worse, all approaches to the bridge 
from the east, as well as che eastern ground 
sloping down to the river, were almosr all 
cicar terrain. The Union soldiers would 

ave ta actack down an open slope, cross 
through the narrow bortleneck of the 
Dridgc. and then scale a steep slope—all 
under a hail of infanery and artillery fire. 
The only possibility of cover for an 
approach co the bridge was in following a- 
farm lane dawn tv the Rohrbach Road— 
but the junction came 250 yards from the 
bridge, and men making this raute would 


“then have to follow the river for chase 250 
yards while under heavy fire from the flank — 


just a few yards away on the far bank. Ie 
was a touch mut to crack. and more 
encreetic penerals than Burnside might have 
quailed at the task. 

First ic was necessary to vet a regiment 
down along the riveroank ta provide 
covering fire. The Lith Connecticut tried. 
They (or mast of chem) gor co the 
riverbank, buc when they tried ro provide 
caver fire they took such heavy casualties 
themselves that they finally withdrew— 
having lose nearly half the regiment. 

The men they were to have provided 
covering fire for were having trouble too. 
Crook's brigade of Scammon's division 
were to charge straight for the bridge after 
they were in position. They got lust and 
ended up nearly a quarter-mile upriver» 
from the bridse—where they skirmished for 
the next few hours with the Confederates 
across the river. 


Issac Rodman, meanwhile, took his” 

~ division seuth of che bridge to crass by a 
ford shat McClellan's engineers had pre- 
pared the previous day. It sumed our thac 
this ford was berween such steep banks that 
ir was unusable. Rodman went an further 
south, looking for Snavely'’s Ford—which 
may have heen what the engineers thought 
they had found, bur clearly hadn't. The 
upshot of all this was thar Rodman's entire 
division was soon out of cantace and “off . . 

_ the board” for several hours. 

It was time_for the men of Sruruis’” 
division to try. The 2nd Maryland and 6th 
New Hampshire regiments were ordered to 
take the farm lane ta the Rahrbach road— 
and then charge all our along that deadly 
stresch of 250 yards chat ran beside the 
river. They were game, serting out on their 
riverbank run into a devastating fire from 
both rifles and artillery. Though many _ 
dropped, still they kepe on—fewer men lett 
at every step. It was finally too much—the 
remnant of the column simply fell apare..- —- 
Once again nearly half of the men: became 
casualties. 

It was cilready past noon and messayes 
“were flying from McClellan to Burnside 
telling him to hurry. Sturvis was ordered ta 
try again with another brigade. General 
Edward Ferraro would now attempt it with 
the 5Ise New York and the 31sc Pennsyl- 
vania. Everyone had had enourh of char 
250-yard scretch along the river. This time 
they would line up on higher ground and, 
accompanied hy cover fire fram mare 
infanery and artillery, charge across the open. 
ground heading straight for the bridge. If 
they made it across, one regimen would 
peel off to the left and one to the right; 
then they would attack tagether up the 
wooded hill. 

They started their dash over 300 yards 
of open terrain, taking casualties as they - 
went. As they approached the bridge it 
appeared they couldn't make it in ane rush, 
so they took cover alang the hank to left 
and right of the bridge and poured their 
own rifle fire into the weary and thinning 
ranks of Confederates. After a short time 
the fire from across che river seemed to. 

slacken and both regiments made the 
gallant effort, charging side by side across 
“the bridge. Suddenly chey Were over! Rebels 
retreated before them hurriedly up the hill 


numerically inferior defenders, and the - 8 
‘Union soldiers would be in Sharpsbuny 5-3 i 


Jal" 


Perhaps the bartle and McClellan's career 
could still be saved. The remainder of 
Sturgis’ division was soon across; Crook's 

men (the ones who had become lost on the 

firse actcempd found a spot where they 

could wade the river, and far downstream 
Rodman’s division, having finally found | 
Snavely's Ford, crossed and linked up wich 
the other owo divisions. It was now after 
1:00 in the afternoon. Still, Lee had na 

reserves left ta send ro the disinregrating ae 


-southern flank. Everything had heen com... 
_ mitted in saving the northern and central A d 


sectors of the battlefield. A quick push by: 
Burnside’s corps could averwhelm the ~ Bae 


cutting the road to Harper's Ferry and 
rolling up the bartered Confederate line 


.. fram south to north. ce 


Then Sturgis found out his division had 
shat up almost all their ammunition. He 


told the corps commander his men would 
_ have to he replaced by another division. ae 
- Willcox's division was ordered up so the 


attack could stare Somehow time sped by , 
and it was 3:00 in the afternoun before ® Se 
IX Corps had been reorganized for the 9 


attack, All this time, with Franklin’s and. 
Porter's Corps now up and largely uncom. = 
mitted. McClellan pur off making a bold 

play for victory. Burnside was tald ta... 


hurry—for'the rest, Little Mac had his mind 
fixed wn Lee's phantom legians striking on 
the north wing, Union artillery had been 
lined up-nearly hub ob ch waiting for this 
strike there. But an the souchern flank 
where the fighting was still woing an, close- 
support artillery wes sadly lacking. 

Lee meanwhile could do nothing but 
wait and hupe. He had heen saved again _ 
and again through th Jong day's bacrle ” 3g 
the fortunate arrival of consingencs af 5) 
troups from Harper's Ferry, Ry now thi 
had all arrived excepe for A.D. Hill's. 
division—and-those men ‘had’not heen. thle 
to hepin their seventeen-mile march ta’s | 
Sharpshury uncil after the battle had’ started. 
thac morning. So even though Bumside had” 
last so much of the day in needless delays, 
it appeared he might yee pravide the forve _ 
which could gain an overwhelming victory. 
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(\’) = Prompts you to indicate a direc: 
tion and then displays the line 
of sight. 

(0) = Centers map at cursor. 

(1-8) = Moves cursor in desired Girec- 
tions. 

(T) = Removes units from map to sce 
terrain. 

(S) = Stops time clock. 

(C) = Exits to Combat Phase (Press 
this’ key when you are finished 
moving). 

SPACE = Accesses first unit in square if 
BAR) friendly. Command Menu for 


that unit is now active. 


eT es ln tpg a 


(0) = = Centers m2p on unit. 
1-8) = Moves unit in desired direction as 
indicated by the compass, changing 
its facing automatically. 


(X) = Force March (adds to the unit 


more operation points at a cost LE vada 


— fatigue). See, i.ZOC 
(D)} = Promprs you to input a new é ing Teas “rortify 12 


(1-8) for the unit. ee as ate 

(L) = (Advanced Game Only) Dishiays a" 
menu with the name of the ‘divi- 
sional or corps commander attached 
and allows you to transfer that 
leader if you desire. The menu also 

allows you to go to the divisional 
or corps commanders. . 

(1) = Ali units that belong to the same 
division as the accessed unit will 
be inversed. The square with the 
divisional leader will he inversed 
and blinking (Advanced Game). 

(A) = Plots the unit to advance if given 
the opportuniry in fire phases or 
melce. 

(M) = Plots the unit ta melee in che 
direction of facing. 

(F) = Takes you to the Targer Menu 
which allows you to set a priority 
fire square, 

(S) = Changes the mode. of the unit 

(B) = (Advanced Game Only) Builds 
one level of fortification. 

(V). = Allows you to view all squares in 
the LOS of the accessed unit 

~ (squares are inversed). 

(T) = Removes units on ua 10 view 

- “gerrain underneath. 

(P) = Displays the other are ‘of unit 

statistics, 

(H)} = Displays Help Minut 

(U) = Accesses next unit in the samie 

vine M square. 

(N) = ‘Accesses next unit in the unit vader 

(2) = Abort. move. The unit you have 

accessed will retum to its original 
square: facing, and mode with its 
Origins! Operation points and fatigue. 

(Q) = Exits Lpromang menu and goes to 

Curse Menu. : 


- CONDITION 


(Numbers in parentheses refer to diagonal 
maves — directions 2, 4, 0, and §. Ipnare 
the numbers and letters printed in blue for 


the BASIC game. P@ Prohibited.) 


INT List. UNLINL 
TERMAIN Ms CAV. CAW TART. ART 
Clear 2(3)°-.1@) 26). -F 
Town 6(9)- 345) 3(5) ° P 
Woods 5(7)  2(3) 203) P 
Comfield 3(5) 2G) 2(3) P 
River ap P cee 
Stream P P P P 
Ford ~a6he= 1G ee 
Bridge (1) 207 3Q)-26 
.+-Road bonus (2) 1(P)° 1(P) (PD) P 
Enter higher +2 +] +3 P 


ejevation (3) . 
Enter or leave §=— +2 +1 +3 P 

enemy ZOC a 
Move ZOC +§ 

ta ZOC Catt 


Chan Sere 
sis 3 wee" sien 
N/A NY & N/A 


” Fire phase 2 
Melee: At. (4) 2 
Melee: Def. } 


— we “9g 
~wyyvguvuTU 
wo Soo 


Notes: 
1. Units using the road bonus pay only | 
_ operation point to enter. 
2. Disgonal moves are not allow ed using the 
road bonus. Infantry must be in Column 
mode to use the raad bonus. 


_ 3. Units using the road bonus pay only 1 


Operation paint to enter a higher elevation. 


4. Aunit must fire at the square it is to melee. 


$. Mode change for CAV ART is 2. 


~ ees bem ti as : 
we OXF ABLES = eke 


. AMOUNT RECOVERED 


Unit in enemy Z2OC = Eff. Rating/3 
Unit notin ZOC = Eff. Rating /6 


Units must he i in command control and have 
a morale of greater than 40. 


PERCENT 
CHANCE 
TO NECOME 
: UNDISRUTTED 
Briyade leader alive &norinZOC 80 — 

Brigade leader dead or in ZOC 60 
Brigade leader dead & in ZOC 40 


NOTE: In the Intermediare Game, the leader 
is assumed to he alive. 


RANGE IN SQUARES 


WEAPON TYPE — AWREW. 12} 4-8 20 8 
Rille — . RFL 4-200 Q 0 
Musket MSK 3°000 0 O 
Rifle Musket R/Mes oi O60: 0-— 0 
Ritle/Sharps RS 6:20:00. .90°.0 
Rifie/Shotrgun RIG 4100 0-0 
Sharps Rifle SHR 82000 0 
Rifle/Carbine R/C 4100-0 0 
Carbine | CRB 4100 0 0 
Shotgun SHG 400C¢ 0 0 
Pistol PST 1:00 0 0 0 
6th. Smoachbore SM66 22 1 9 «OO 
12 Ib Napoleon NIZ 14421 0 0 
3" Riled Gun RG} 8542 1 Q 
12 Ib. Howitzer HI2 16221 0 0 
24 th Howitzer’ H24 17421 0 0 
10 th. Parrose PGs 823.S 228A 
20 Ib. Parrors P20>. 6-66.22 hh. 


The number under the ringe column is the 


number of men Jost per 100 men for small arms 


fire and per one pua for artillery. These numbers. 


are further modified by the various strength/ 
casualty modifiers. 


EeUPELY. ior, oe eS 
ig 


Eligibility Table: Chance to go to Resupply 
Table. 50% chance to go to Resupply Table for 
CAV, CAV ART, s-onledente ART, and 
Evans Brigade. 


RANGE TO PERCENT CHANCE OF 
DIN. LEADER GOING TO RESUPPLY TADLE 


eu 


0 Auto - Resupply” 

} Auro- Resupply” 
2 90% 

3 70% 

“ 50% 

5 30% 

6 10% 

T Auto - No Resupply 


* Resupply Table is skipped. 


Resupply Table: Chance to became re- 


supplied with ammo. 


UNION (Mid Teen) « CONFED.(Mid Turn) — 


Nae ee ee acre anaseenmnsn sateen a ea ae aS 
Ar, 70% (350) Te - 
Inf/Cav. 903 _ (45%) (35%) 


pr STRATLOK SIMULATIONS, INC. 


ee eer rae 


vey ee 


ee Tee ee eee ee ee ee 


— pasa theasrpb. ep ee er eh | ih Ped i 
. + oe o® SP sa 
‘ a big 0 Nee 
OYE AN GS psa ee tae ie sal 0S Ne ee 
wee ' ee BS -c ph Ft pie? } 
june tba: Na Dee ea) See ar a 


(Numters in parentheses refer co diagonal 
moves — directions 2, 4, 6, and 8. Ignore 
the numbers and letcers printed in blue for 


the BASIC game. P = Prohibited.) 
=A IN UMD UNLIMO 
TERRAIN DIS. CAV, CAV. ART. ART. 
Clear 2(3)- 1(2) 2(3) P 
Town 6(9) 3(5) 3(5) P 
Woods $(7) °2(3) 2(3) P:.- 
Comfield 3(5) 23) -2(3) P 
River P P P P 
Stream P Bee Pe 
Ford 4(6) 1(2) 3(5) P 
Bridge (1) 2(3) =-1(2) 203) P 
Road bonus (2) ((P) -i(P) 1(P) P 
Encer higher +2 +l - +3". P 
elevation (3) 
Encer of leave +2 +1 +3 P 
enemy ZCC 
Move ZOC +8 +5 =P P 
.. te ZOC 
Change 2 25734 + 
mode (5) : 
Unlimber N/A' N/A 8 N/A 
in ZOC 
Fortify 12 P P P 
” & Fire phase 2 2 ig 4 
: q Melee: Arc. (4) 2 2 P P 
pie Bee At 


Notes: 

1. Units using re road bonus pay only | 

operacion poinc to enter. 

2. Diagonal moves are noc allowed using the 
road bonus. Infancry must be in Column 
mode co-use the road bonus. 

. Units using the road bonus pay only 1 
operation poinc to enter a higher elevation. 

4. Aunic must fire ac the square ic is co mele. 


5. Mode change for CAV ART is 2. 


ue 


*. r J ee . 
sens. aah wen Sie: teh TS LESSEE 


fina Table: Chance co go co Resupply 
Table. 50% chance to go co Resupply Table for 
CAV, CAV ART, Confederate ART, and 
Evans Brigade. 


RANGE TO PERCENT CHANCE O 
DIV, LEADER GOING TO RESUPPLY TABLE 


Auto - Resupply” 
Auto - Resupply*® 


0 
1 
5 
6 


7S hae ie Resupply 
a Reeupely Table is skipped: vee 


: "NOTE: Unita with aver 600 men a hers — 


Resapoly Table: Chance to become rer “gin proportionately less farigue up ro 1000 men 


_ supplied with ammo.° 
UNION (Mid Turn) CONFED. (Mid Turn) 
Ar. 70% (3598) SH (2506) 
> Inf./Cav. - 900- (45%) 70% (35%) 


Same Sareea +5 
- 2 & 4 . el 


ise ieiie Weemviak eioda 2 
_Encer square ecole anode = one eae ) 
Fortify one level 0 as 
 Per-2 casualties in men loee aaa 1 men in meer a more or lest 
Perone operation point of force march 6. " Sesualdes, 
: ‘Leader dies in unit. oo ee Random Modifier = 350% ( v0 13). i 
s Routed unit passes through friendly sole 5- Battle Time) ‘ di fier a (OP Remaining)/10 
NOTE: This modifier is for fire combat, 


___ point per 3 losses (33% of casusicies turn into | 
fatigue). A 900-man unit would "ss 1 eee 
spocaacensy om wey ae : 


SS tose ne seen Oe eb Gey 
ves - 


PT iit best Matha tok 3 ks OS, SS en me PTS i pag een 
mere te mane tet 


Pe ee ee el * 
een RS RED Si. »* RUE AR en ARS ge Vee: Wo 
* Rite Seale es i’ ped <2 so8.8 58 tive 
0 AR a Ra A ok WEG, 2 
a oS tr Dee eae ® GO anaes San) aie Jo * 

sae aoe mer ws -4 -— 


Compare the cesules of, dhs following feceiilds wich che cable below: 
ous (Aceacker's Mod. Ssrenyth ~ Det. Mod. Screngeh) / 50 


sf FROM ABOVE” ATT. (ees: _ WATT, RETREAT % OEP. RETREAT 
-7 or less Random of 25 + 150 Randum 25 50% 0% 
~5 10 ~6 Random of 25 +50 Random 25 50% 0% 
—4 to 4 Random of 25 ~ Random 25 20% 40% 
5 to 12 Random of 25 Random 25 + 50 0% 100% = 
_Wand more Random of 25. Random 25+100  O% cee 100% 


Beles 's retreacis checked first ad then the Ateackee! is checked. Both the atcacker and defender 
(except for rouced units) will not retreat at the same dime. 


are further modified by the various scrength/ 
casualty modifiers. 


Leader Bonus = Direct Modifier ; 3 jpine 
ie Caer - Bete) 


~ have at lease five operation poines 
"> remaining= 


& _ Fortification Level x , 10: 
aA Tes 


For example, 2 600-man unit gains-1 facigue 


a apibeetost hog n) Sane prone Blot 


Te Te Aa OTT RNR aT TEE OO Oe eM TE eT pe ete er et 


_ notmelee. A unit is assumed to always 


a Bete ne . LN SRA, ee eee Se 3 regs . ee SmperNmsre eran ied om pe 
Se man a Be a 23 eS a : 
af ees S ST T gst ee 
PSS 3 an Sa “ath afer TAMER wee : 
on RANGE IN SQUARES : 
WEAPONTYPE ABREV. 1 2 3 totus — Ef be Wee Ne is int 
= Rifle RFL 4206.0 0 on FLRE MOD. _ (MELEE MOD. 
Muskec MSK._.3 Qe e Clear 1.00 1.00. 
Rifle/Musket  - R/ME I ee BS ‘Comfleld¢ ‘1.00 { 00. Say ‘ 
Rifle/Shacpe: = WS: GEO 0 Woods BO = 100 
Rifle/Showun VG O00 0 jp. on eae 
Sharps Ritle SHR 3872000 0. ai sc ene be 
Rifle/Carbine WC 410000 20wn 40 1.00 
Carbine CRB 4100 0 0 Bridye/Ford 1.00. | 80°. 
Shorgun SHG 40000 0 - * Attacker on bridge/ford 
Pisol PST 100000 . 

a Ae pe Ne Re ee -. eeeeeee a3 fa 8s TI ; 
lb, Smoothbore SM6. 8221.0 0 ancibeees ia ead: 
12 tk Napoleon NIZ 14 4.2 1-05-08 aE Pesta ae: es 
Pass gt ag ges tee 3 re sana: speed Aparar: ig Be ee ae nae, Oe 
3 Rifled Gun RG}. 8.5 4 Y ae 0 ee vs i oe aos ee rie ke reed Rts At ad } Ft Pe 

Wb Howiner -HI2 1622 1.0 00° USES seater antec 3 
14 tb. Howizer H24 17421 0.0 ~—° MODE. UNIT-TYPE FIRE MELEE 
10th. Perrot: PIO” °8.$-- $22: 2°14 Noel, “INF? 1.00 1.00: = 
20 tb Parrom P20 8662 2 f “Column INF. 7S IS 
The number under the range column is the Mounted ses 13 150 
number of men lost per 100 men for small arms Routed. ALL WS 50 
fire and per one gun for artillery. These numbers Lim. or Unlim. Are. ART 1.00 1.00 
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